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Intro: Ninjas stick to the shadows, make for great assassins and 
kill without a trace. Ryu Hayabusa and Rikimaru are signature 
ninjas in the video game world and let’s not forget Goemon, star of 
The Legend of the Mystical Ninja for the Super Nintendo. Legend 
of the Mystical Ninja , developed and published by Konami, was 
released in 1992. 

Story: When the evil Otafu kidnaps Princess Yuki and strange 
things begin to happen in the once peaceful village, Goemon and 
Ebisumaru (known in North America as Kid Ying and Dr. Yang, 
respectively) come to the rescue when they find that villagers are 
being possessed by spirits. 

On your search for the Princess, you will travel all over Japan 
in search of clues on her whereabouts. The character Goemon is 
actually based off a Japanese folklore character named Ishikawa 
Goemon who was a noble thief. Think of him as a Japanese Robin 
Hood. The story unfolds through cut scenes sprinkled throughout 
the game. 

Gameplay: Levels are divided into two styles of gameplay: free 
roam and side-scrolling. In the free roaming areas, you can walk 
around the villages defeating enemies, entering shops to buy items, 
talk to the town’s people for clues and more. Other areas in the game 
will switch to a traditional side-scrolling perspective, where your 
main goal is to defeat the enemies, defeat a boss and clear the ar 


As your primary weapon, you are armed with a Kiseru which is 
a Japanese pipe used for smoking. You use your Kiseru to whack 
your enemies. In addition, you can buy bombs and other weapons 
to defeat enemies. Once you take down an enemy they will leave 
behind coins, scrolls and other useful items to collect. 

Collecting coins in the game may seem mainstream but this goes 
deeper in Legend of the Mystical Ninja. You can use the coins not 
only as one of your weapons to throw at enemies but throughout the 
game you will come across tons of shops where you can purchase 
Items and food which regain your health. 

In addition, RPG fans will love this; when you enter a majority 
of the houses you can use your coins to participate in a variety of 
activities. Everything from playing mini-games such as one that 
resembles the classic Break Out , jumping in a sauna for some R 
& R and if you’re just tired you can get some sleep that in turn 
rejuvenates your health. 

All of these activities will require coins but not to worry, you’ll 
have an infinite amount of enemies to do battle against and collect 
those coins. As you play the game, you will find that your char¬ 
acter can acquire Judo abilities consisting of four levels. Level 1 
will grant your character the ability to summon an animal to ride 
on and barge through enemies very similar to Rambi the Rhino in 
Donkey Kong Country. 
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Level 2 unleashes a deadly attack which will destroy all enemies 
on screen. Level 3 will grant your character the ability to sore high 
and fly like an eagle. And last but not least, Level 4 will trigger a 
lethal repetitive attack. 

Of the four Ganbare Goemon games released in Japan on the Super 
Famicom, The Legend of the Mystical Ninja was the only game 
to make it state side on the Super Nintendo. However, 1998 saw 
the release of Mystical Ninja Starring Goemon on the Nintendo 
64, which was followed by the 1999 release of Goemon s Great 
Adventure on the same platform. Wii owners can enjoy The Leg¬ 
end of the Mystical Ninja in all its 16-bit glory on the Wii Virtual 
Console which was released on April 30, 2007 for 800 Wii Points. 

Multi-Player: Legend of the Mystical Ninja features 2-Player 
Co-Op where one person plays as Kid Ying and the other assumes 
the role of Dr. Yang. You work together by jumping on the other’s 
back; at this point one player controls the movement while the 
other does all the attacking. 

Conclusion: The Legend of Mystical Ninja is a game of epic propor¬ 
tions. The amount of gameplay that is jam packed in this cartridge 
will leave you speechless. Despite its heavy Japanese references 
and themes, the game found an audience in the US. Casual gamers 
and RPG fans alike will surely find something to love about this 
stellar Super Nintendo title. 

If you enjoy The Legend of the Mystical Ninja then you will be 
happy to know that there is an anime that ran from April 3, 1997 
to September 25, 1998 in Japan. You’ll be even happier to know 
it was translated in the US by ADV Films. The story of the anime 
is as follows: 

“A god of unparalleled evil lurks at the edge of the Game World. This 
vile creature, Makuamuuge, declares a revolt against the Game World 


and sends his loyal and steadfast foot soldiers into the Human World 
to unleash his master plan. But not if Goemon and friends can help it! 

Leaping from the virtual dimension of video games and into the 
world of humans comes Goemon, an energetic ninja with special 
abilities that draw their power from his sweet bean cakes. With 
his comical band of friends and the help of their 10-yearold pal 
Tsukasa, in whose home they live, our heroes will work hard to rid 
the human world of this video game menace.” 

There is a NTSC DVD box set that contains all 23 episodes of the 
anime with a total run time of 550 minutes. 

Until next time this is Jim Combs saying if you see me dye my hair 
blue, you know I have Goemon fever. 

Trivia: 

-Known as Ganbare Goemon in Japan. 

-One of the villagers tells you that nothing will happen if you press 
up, up, down, down, left, right, left, right, B, A. This is the famous 
cheat code that works in almost every classic Konami game. 

-The entire first stage of Gradius is hidden in The Legend of Mysti¬ 
cal Ninja as a Game Center mini-game. 

-Goemon is featured in the Gameboy Advance kart racing game 
Konami Krazy Racers 

-There is a hand-held LCD game in Japan released in 1990 called 
Ganbare Goemon: Ebisumaru Kiki Ippatsu. In the game Goemon 
has to rescue Ebisumaru, who has been captured by the villains. 
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Interview: 


MICKEY 
CENDROWSKI 


By James Peyton 

Mickey Cendrowski is one of the few female Adventure game 
programmers out there. She worked on classic Adventure games 
for the TI-99/4A such as Oliver s Twist and Rattlesnake Bend. She 
created an Adventure game database, as well as other work, such 
as utilities for genealogy and a “load” program. The recent film by 
Jason Scott, Get Lamp , was released shortly after this interview. 
This film chronicles some of the major events in the history of 
Interactive Fiction and Adventure Games. It has interviews with 
some of the most famous programmers and authors of the genre, 
talking in retrospect about their famous creations. If you haven’t 
seen it, buy it. Unfortunately, no TI99/4A programmers were 
interviewed. Hence, the inspiration for this text. 

Mickey: Too bad the movie is already done, but then again it is 
also bad that Jason never even contacted me directly. You would 
think that even if the movie was done he would have had the inter¬ 
est to follow-up on possibly the only girls who ever wrote the text 
adventure games using the Tex-Comp Adventure Editor. The only 
other girl that I know of is Lynn Gardner who co-wrote Oliver s 
Twist with me, then she went on to create Zoom Flume by herself. 

Our games were superior to the Scott Adams ones for two reasons. 
Scott would use a noun in his general description, like saying that 
a squirrel was there, and that word would appear on your screen, 
but then when you would say “Look squirrel”, the game would 
say “I don’t know what a squirrel is”. Lynn and I made sure that 
if we used a word in our game, you could use it as well. 

The other thing that we did is if you play any of our games you will 
see that the stuff you drop always appears in alphabetical order. 
That way if you have a lot of items, you can easily determine if it 
is on that screen or not, without having to read every single line. 
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Don’t misunderstand, Scott Adams wrote great games, but he just 
forgot to “polish them off’. 

Anyway, it is Jason’s loss, not mine. Again, at this point I would 
probably not even respond to him, since all of my emails have 
only come from you. If he had really had a concrete interest he 
would have at least contacted me himself. 

I do thank you for your interest, and if you never noticed the items 
being in alphabetical order, try our games again. 

I also forgot to add that I wrote The Adventure Reference Guide, 
which was a compiled list of every known adventure game that I 
could find that was playable on the TI-99/4A. I also worked with 
two TI clubs that were not my own, in making sure that those 
games that were freeware, shareware and in the public domain 
could be obtained easily. 

If you do a search on the TI Hall of Fame, you can read my bio. 

I just did a search on eBay and found someone selling Oliver s 
Twist , Rattlesnake Bend and Zoom Flume at a fairly reasonable 
cost. I did not find anyone selling The Adventure Reference Guide. 

You might want to check with Mike Wright of CaDD Electron¬ 
ics (he has a web page) and ask him if The Adventure Reference 
Guide is now part of his Cyc Package. I believe I may have given 
him permission to include it a few years back - so you may be 
able to get it that way. 

I no longer have any of my TI stuff, but I do own a copy of PC99 
from CaDD Electronics, and that still lets me enjoy most of my 
old TI adventure games on my PC - when I have the time to play. 

When I belonged to the PUG and West Penn 99’ers we had all 
of the Lima videotapes, but I have not seen any of those in about 
15 years now. 

Trader Magazine 



James: How did you get interested in Adventure Games? 

Mickey: I have always enjoyed “mental” types of puzzles as long 
as I can remember. As a child most of these types of games were 
in those “logic” type of magazines, and I also had a collection of 
physical puzzles that one had to solve by either putting pieces to¬ 
gether to form a particular shape or color sequence. I still have my 
physical puzzle collection to this day and that is probably around 
500 pieces at this point. To get a better idea of both, there is a 
“logic” type magazine on the market today called Official's Logic 
Problems and there is a book about the physical type of puzzles 
called Puzzles Old & New, How to Make and Solve Them by Jerry 
Slocum and Jack Botermans. In fact, to this day I still get at least 
one new physical type of puzzle for Christmas every year. At first 
these came from my mom, but now the entire family delights in 
giving me new “toys” for Christmas. At this point I should also 
mention that when a new “toy” is given to me, it is given to me in 
pieces, and the instructions have been thrown away, as to how to 
solve that particular puzzle. This way it makes it more of a chal¬ 
lenge for me, and that is the way I like it. This same principle, of 
not wanting any hints or help, carries on into my Adventure game 
playing, but more about that later. 

So, perhaps about 6 months before the TI-99/4a computer sold for 
$50.00 in most stores, I had my eye on one. I worked at Murphy’s 
Mart at the time and we had about 3 or 4 different computers that 
we were selling at the time. I recall the TI, the Commodore and 
the Timex Sinclair, but can’t recall what else at the time. Everyday 
on my lunch hour I would check those computers out, wanting 
to determine which computer was the best, before making my 
purchase decision. Finally I decided on the TI-99/4A because it 
just looked like a better-made computer and it seemed to have the 
best selection of software. It took me awhile to save up my money 
and then right before I made my purchase, the price dropped to 
$50.00. While the price drop was great, I had a fear that I would 
not be able to buy software for that computer, so after giving it 
some thought I decided to stay with my original decision to buy the 
TI-99/4A and then to use all of the money that I had saved when 
the price dropped to buy as much software as I could. 

With my love for “mental” types of puzzles I was immediately 
drawn towards the Adventure Module, which came with Pirate 
Adventure , but in order to play this game I also needed to buy a 
cassette recorder. The cassette recorder was in high demand at 
that time, so I had to wait awhile for more to arrive in our store, 
but soon I was off and running with Pirate Adventure on cassette, 
and I never looked back. 

Murphy’s Mart was a chain of stores very similar to today’s 
Wal-Marts (not the Super Wal-Marts, but the regular Wal-Marts). 
Murphy’s Mart no longer exists. 

Before programming in APL (Adventure Programming Language), 
I programmed in Basic and Extended Basic for the TI-99/4A. 

Before the Adventure Editor was released, I was already learning 
what I could edit in an Adventure game with the help of a friend 
who knew Assembly Language. He basically was able to “dump” 
an adventure game to a printout, and from there I started teaching 
myself what I could change. Before completing my adventure 
game, using this method, the Adventure Editor was released. At 


that time I stopped working with the Assembly Language dump 
and turned my attention over to using the Adventure Editor. 

I bought my first computer, a TI-99/4A, at Murphy’s Mart. At that 
time I knew absolutely nothing about computers, so I just read the 
two manuals that came with the computer and taught myself BASIC. 

My first attempts at programming were things that I wanted to do 
in BASIC and EXTENDED BASIC. Later, when the Adventure 
Editor came out I taught myself APL (Adventure Programming 
Language), so that I could write Adventure Module Games because 
I had really loved playing the Scott Adams Adventure Games. 

James: What gave you the inspiration for the games you wrote? Are 
you still involved in computer programming or Adventure Games? 

Mickey: The inspiration for Oliver s Twist , which I co-wrote with 
Lynn Gardner (a fellow TI friend and adventure game player), 
was basically to add a new “twist” to Adventure game playing. 
In Oliver s Twist you start out having all of the treasures at the 
beginning of the game and the object was to put them “back” where 
they belonged-thus the “twist”. To the best of my knowledge, this 
had never been done before in an Adventure game. 

Rattlesnake Bend was my second game and it was written entirely 
by myself - with Lynn Gardner beta-testing for me. Rattlesnake 
Bend was an adventure module game harder than most because I 
did a lot of stuff with probability coding, meaning things didn’t 
always happen the same. Sometimes something would work, other 
times the same thing would not work. Basically this was done to 
give more of a realistic play to the game, so it would be a little 
bit different if you played it once and then chose to play it again. 

Before I released Rattlesnake Bend , Lynn Gardner wrote and 
released Zoom Flume (which I beta-tested for her). Lynn chose 
Zoom Flume because a water park theme had never been used in 
an adventure game and she wanted a game that just shouted fun. 



Continued on page 8 »> 
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Having moved onto a PC, I no longer feel the need to do any 
programming. That said though, I do hope to be teaching myself 
C++ sometime in the future. Just for fun and so that I might be 
able to edit code in PC99 and so that I might better learn how to 
get a Jornada 728 handheld computer to run PC99 faster than I 
have already succeeded in. 

After that is all finished I plan on writing another adventure game 
for the Adventure Module. A few weeks ago I reread the Adven¬ 
ture Editor Manual and just like riding a bike, it all came back to 
me - so just for fun I want to write another one. 

As for playing adventure games - yes, I still play them, perhaps a 
few days a week. I never believed in accepting hints of any kind 
from anyone with respect to any adventure game, and I never 
keep any of my game playing notes once I solve a game - so it is 
quite possible to play a game again, years later, and still view as 
though it is a new game. While I have a great memory, with all the 
adventure games that existed for the TI-99/4A computer it would 
be almost impossible to remember all the solutions in one’s head 
- and like I said, once I solve a game I throw all my notes away. 

I still love adventure games very much - and that is why I continue 
to work on what I call my Pocket TI-99/4a computer, so that I can 
take my adventure games with me, wherever I go. 

James: Have you seen any TI emulators on the Iphone, or used 
Win99/4A on a PC? 

Mickey: No, to both questions. My only experience with a TI 
emulator has been with PC99. 

James: Can you tell us anything about the new game you plan 
to write? 

Mickey: All that I can tell you about my new adventure game is 
that it will definitely run out of the Adventure Module, and that it 
should be programmed every bit as good as my previous efforts. 
That’s all that I am willing to divulge at this time. (And before 
you ask -1 have no time in mind when it will be done. Since this 
is mostly for my own benefit, to prove that I can still do things 
many years later, I have no deadline set, nor do I want to set one.) 

James: How’s the pocket TI project going? 

Mickey: The Linux/Jlime/Mongo project has been completed, 
at least as far as testing purposes, and it works just fine. It is the 
fastest yet of my three successful attempts at creating a Pocket 
TI-99/4a computer. We still need to finish the docs so that this info 
can be posted on the web, but that will most likely not be till the 
first of next month as my “partner in crime” in this particular test 
is now out of the country on vacation. 

According to the man who wrote the Linux/Jlime/Mongo operat¬ 
ing system, there is still a chance for an increase in speed, but it 
involves writing a Kernel, and that is over my head. I have asked 
for help in doing this on the Linux/Jlime/Mongo forum, but so 
far no help has come forth. 

James: When it’s all completed, how much would this portable 
TI cost? 


Mickey: James, basically all the work for the TI portable com¬ 
puter is done. 

To run adventure games the slowness is bearable, but it is still too 
slow unfortunately to play games on it such as Parsec. 

In order to have a Pocket TI-99/4A one would need to already 
own PC99, or else they would have to purchase it from CaDD 
Electronics. 

One would also need a Jornada 728 handheld computer. They can 
be found on eBay or can be purchased from a friend of mine who 
sells them; his name is Marty (martin@prather.net). One would 
also need a compact flash card already partitioned and set up. 
(Marty, again, does this for folks for a nominal fee.) 

From what I have been learning, I may have reached the limits 
now as far as speed improvement. If the Jornada ran Windows, 
rather that Windows CE, it would definitely run faster, that that 
is how the Jornada 728 comes. 

Perhaps in a year or two technologies will catch up and we will 
have handheld computers once again, but ones that run Windows, 
rather than Windows CE. 

James: Here’s what I think is an important question: Can your 
minicomputer hook up to a projector? 

Mickey: I don’t know for sure as I have never hooked up to a 
projector with any of my computers. 

It comes with a Mini USB port, and I have an adapter to change 
that from a Mini to a standard size USB port. So, now it does 
let me connect a USB thumb drive and I have connected a USB 
mouse, so if the connection needed to a projector is through the 
USB port, it should work. 

James: For more information on Olivers Twist , go to www. 
youtube.com. By the time of this publication, there should be a 
video on it. Keywords: Mickey Cendrowski and Olivers Twist. 
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THE ADVENTURES OF 

TINTIN 

* 



By Elena Garcia Mendez 


PRISONERS OF 
THE SUN 


But I never agreed with them in their dismissals of Tintin. I 
always enjoyed reading these comics by Herge which traced 
the exploits of the titular character, a brave Belgian freelance j 
journalist, his canine sidekick Snowy, and his small circle of ; 
trusted friends. I thought the comics were clever and superbly 
written. The moment I knew that there were videogames based 
on some of Tintin’s adventures, I rushed to buy one! 

I hope that you enjoy reading about Tintin: Prisoners of the Sun 
as much as I liked playing it as a kid! 

Continued on page 10 » 


Unlike some other videogames I possessed, Tintin: Prisoners 
of the Sun was one of the few I played on my own. None of my 
classmates or my cousin, whom I used to play a lot with, liked 
the comics, The Adventures of Tintin. They were mostly interested 
in Spanish comics or in other international heroes. 
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The Infogrames Tintin Trilogy 

The France-based Infogrames obtained several rights to some of 
the famous Franco-Belgian comics, including Tintin, in the late 
1980s. Each game was roughly patterned after one of the original 
Herge comics. 

The first Tintin adventure Infogrames tackled was Tintin in Tibet. 
It was released in 1995 and 1996, for several platforms, and in 
2001 for Game Boy Color. Tintin: Prisoners of the Sun came out 
in 1997 for a number of systems, and again in 2000 for Game Boy 
Color. Tintin: Destination Adventure premiered in 2001 exclusively 
in Europe for PlayStation and Microsoft Windows platforms only. 

Story 

While on their trip to Peru, the Sanders-Hardiman Expedition dis¬ 
covers many Inca tombs. One of them belonged to the mummy of 
Rascar Capac. Thrilled by this find, the explorers decide to bring 
the mummy back to Europe. 


On their return from Peru, some members of the group are stricken 
by a mysterious sickness, and four of the seven explorers begin to 
grow ill. Professor Tarragon, who was part of the expedition, tells 
the inquisitive Tintin that the cause of this illness may be connected 
to the Peruvian mummy. Tintin, concerned about what appears to 
be a curse, decides to try to locate the three other explorers. 

Tintin, with his inquiring nature, is very determined to solve the 
mystery, even more so when he learns that his friend, Professor 
Calculus, has been kidnapped. 

Our hero will have to solve riddle upon riddle. His adventure will 
be filled with difficult challenges, including having to race against 
time and survive in the deep Peruvian forest! 

From Europe to Peru: The Perils of Tintin! 

There are 18 levels in this Tintin game. Here is a taste of what 
you will find: 
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Professor Tarragon’s Garden (level 3): In this level, you will have 
to alternate between controlling the Tintin and Captain Haddock 
characters. Tintin and Haddock must disarm a gunman. To do so, 
Haddock carries a pistol with a limited number of bullets. Use them 
sparingly! Keep an eye out for the stick, which you must obtain to 
help Tintin neutralize the enemy. 

The Car (level 4): After the episode in the garden, you will have 
to leave Bridgeport and try to find your friend Professor Calculus. 
You must pay attention to the oncoming traffic of motorcycles and 
vans. Swerve your car to the left or right so as to avoid them, and 
accelerate and slow as needed. 

Jauga (level 9): This level consists of two parts: In the first you will 
have to find your way through this maze of a Peruvian town. You 
can talk to the locals to gather information about the whereabouts 
of your friend, but their only reply will be No se! 

When you have found the right path, you will encounter a thug 
who is bullying a little boy. Tintin rushes to defend him. Since 
our hero does not approve of violence, you will have to dodge the 
thug’s fists! Time the dodges well and the bully will punch the wall 
instead! After a few strikes, he will give up. 


At the end of the jungle level a terrifying snake awaits you! You 
need to clobber the serpent either with rocks or a stick so that you 
can finally make your way past it. 

In the river level, you must not only fight the current and avoid 
rocks and branches; you will have to do battle with some hungry 
crocodiles in order to reach the shore. Use the paddle to protect 
yourself! You will also need it of course to control the speed of the 
canoe. Faster or slower—decide fast and win! 

The Newspaper (level 17): While being trapped in jail by the Ma¬ 
yas, Tintin finds that his dog, Snowy, is chewing on a newspaper. 
In this level, you will have to reassemble the pieces so that Tintin 
can read what it says. The information can save our hero’s life! 

Run for Your Life! (level 18): This is overall a speedy level. With 
his hands tied behind his back, Tintin will have to run and avoid 
obstacles such as spikes and spears which the guards are carrying, 
or falling rocks. Keep on running and jumping until you arrive at.. 
. your very own execution! But don’t worry; Tintin and his friends 
will be saved thanks to his cleverness! 


The Jungle and The River (levels 14 and 15): In the jungle level, 
your mission will be to guide your new friend Zorrino to a safe 
place. You can do several things to help him, such as breaking 
branches, or attracting an anteater to an anthill and so clearing the 
way through. 


Concluded on page 12 »> 
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The Verdict 

The graphics in Prisoners of the Sun are a treat. They are very neatly 
done. One of the most important characteristics the game possesses 
is the three different screens. You can move from the main screen 
which will allow you to see Tintin from a very close perspective, 
to the foreground screen, and to the background screen. This tool 
is indispensable in enabling you to avoid your enemies. Tintin is 
the only game I know that has this three-screen perspective. 

Prisoners of the Sun is long-term entertainment. It’s packed with 
18 levels filled with puzzles and problem solving situations. Tin- 
tin is able to perform many actions, from climbing, running and 
pushing objects to swimming, crawling and jumping, adding to 
the game’s variety. 

You are free to explore the levels but you must pay attention to the 
clock that is displayed on the upper right of your screen. When the 
hand goes around the dial once, the clock will spin a few moments 
telling you to hurry up! If you haven’t finished the level, you will 
lose one life. (You will also lose a life if you are hit four times.) 

This clock can be a nuisance while playing, as it makes an already 
difficult game even more challenging. You may think you have 
enough time in some situations, but when you glance over and 
notice how fast the clock is going, it can be a real stressor! 


You can also follow the story in comic form: After you complete 
one of the levels, a little comic strip appears which will explain 
what will happen in the following level. This is a huge bonus for 
any Tintin comic fan! 

As for the soundtrack, it surely captivates the spirit of adventure of 
the game! In level 5, where you must stow away onto a ship, the 
audio switches to suspense music, greatly enriching the atmosphere 
of that sequence! In Jauga, Peru, you can hear flute sounds repre¬ 
sentative of the Maya culture. And in level 18, my personal favorite, 
while you are running you’ll notice very upbeat drum-based music. 

Tintin: Prisoners of the Sun will provide you with lots of fun while 
you struggle to finally conquer it. If you are fond of the classic comic 
strip and problem solving situations which avoid violence, this is the 
game for you. It’s refreshing in the latter sense, because Prisoners 
of the Sun , though full of action, is truly a thinking-person’s game. 
Because of its difficulty, the quick clock and not having much of a 
replay value, I will have to grade this Tintin game with a B. 

THE END 



12 • www.vgtradermag.com • Issue #22 • Fall 2012 • Video Game Trader Magazine 



































Space Instigators 
Released 2002 

Programmed by Christopher L. lumber 
Available at www.AtariAge.com 
Price: $25.00 

By Gerard Buchko 


moving in a small boxlike area while the aliens move far outside 
the box. The increased aliens is by far the most impressive feat 
of Space Instigators. Tumber has managed to fit 9 aliens across 
in 5 rows for a total of 45 aliens without any flicker! This is a 
lot closer to the Arcade version of Space Invaders which has 11 
aliens across in 5 rows as oppose to the Atari 2600 version with 
its 6 aliens across in 6 rows. 


“Alright, it’s Saturday night. I have no date, a 2 liter bottle of 
Shasta and my all Rush mix tape. Let’s rock.” -Fry from Futurama 

Space Invaders is a true classic of legendary proportions. It was 
a forerunner that helped create the “shmup” (shoot’em up) video 
game genre. It caused a temporary yen shortage in Japan as the 
game hit the world of 1978 by storm. With such popularity, a 
proper port for the Atari 2600 Video Computer System would be 
expected, right? Unfortunately gamers who had the Atari 2600 
VCS were treated to a slightly unfaithful Space Invaders port 
in 1980. It wouldn’t be until 2002 when Christopher L. Tumber 
would release his homebrew game Space Instigators , providing 
the Atari 2600 VCS gamers with the arcade port they wanted. But, 
was it worth the wait? 

Space Instigators is a fairly accurate port of the arcade classic 
Space Invaders. Tumber didn’t merely take the original Atari 
2600 VCS port and do a hack to alter colors, he built the game up 
from scratch. Tumber tried his best to push the Atari 2600 VCS 
to its limits in order to provide as accurate of a port as possible, 
unlike the mish mash of colors and concepts that was the Atari 
Space Invaders. Space Instigators includes the correct colors from 
the original arcade classic (white aliens, green defense bunkers, 
red flying saucer, and green laser cannons) as well as character 
designs that are almost identical to their arcade counterparts (no 
more “Furby” aliens or Christmas tree laser!). Perhaps the two 
most important game elements that Tumber included in Space 
Instigators is the increased gameplay area and the increased 
number of aliens. The amount of area you have to move your laser 
cannon in Space Instigators is a breath of fresh air after playing 
the claustrophobic Atari 2600 Space Invaders which has you stuck 


While Space Instigators is a much more accurate port of the arcade 
game Space Invaders , it does have some issues. Perhaps the three 
biggest issues people will have with Space Instigators has to 
do with both the difficulty level and the music. The difficulty is 
quite hard, actually fairly harder then the arcade version of Space 
Invaders. First thing you will notice when you begin playing is 
that aliens are moving pretty darn fast. A lot faster then both the 
arcade and Atari 2600 VCS versions of Space Invaders. To match 
this increased speed, the music in Space Instigators is also faster 
paced. This happens to be the second big issue with the game. 

The music does not start off with that dun.dun.dun slow 

impending doom music like the arcade version of Space Invaders. 
Instead we get the classic soundtrack on steroids. The third issue 
is how aliens have no explosion animation when you shoot them. 
They just disappear. 

Two small issues fans of the Atari 2600 VCS version of Space 
Invaders might have is that the Space Instigators lacks both a 
second player option and a plethora of game alterations. No moving 
defense bunkers, moving lasers, invisible aliens, nothing but the 
single player, single game option. 

Personally, Space Instigators is not only my favorite Space Invaders 
game for the Atari 2600 VCS, it is my favorite port of the original 
Space Invaders. I enjoy the increased difficulty. It is almost like 
Space Invaders on steroids. I also love that a game this accurate 
to an arcade game was programmed for the Atari 2600 VCS. It 
blows the original Atari 2600 VCS port of Space Invaders out of 
the water, and it has that old school Saturday morning cartoon 
feeling that all of the ports to todays modern gaming systems lack. 
At the core, Space Instigators is Space Invaders. 
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By Michael Thomasson 

As with most lucrative forms of business, the 
coin-operated video game industry had unknow¬ 
ingly invited an unwanted guest - PIRACY! 
While it started with clones of Atari’s PONG , 
it exploded during the heydays of the eight¬ 
ies, and despite the decline in popularity, still 
reared its ugly head come the new millennium. 
Backtrack two decades ago to the year 1990 and 
you may have found the unlikely marriage 
of two of gamings greatest - Pac-Man 
and Pokemon. 
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Puckman Pockimon is a bootleg coin-op (running on the Sega 
System C2 hardware) released by the one-game publishing won¬ 
der, Genie 2000. The game sports different mazes from actual 
legit Pac-Man titles such as Ms. Pac-Man and Super Pac-Man. 
It also allows for two players to play simultaneously, allowing 
player one to control a stylized Pac-Man and player two to play 
as the disembodied head of Pikachu, the popular short, chubby, 
rodent-like yellow Pokemon character. 

But wait, the title screen reads Puckman - not Pac-Man. 
Well, Puckman was the original name for Pac-Man in Ja¬ 
pan. When Midway (a division of Bally at the time) licensed 
Puck Man from Namco, they decided to alter the name in an 
effort to avoid the obvious act of vandalism that teenage 
boys might immaturely pursue - changing the “P” to an “F”. 


Jr. Pac-Man was released seven years prior in 1983. Puckman 
Pockimon introduces thirty-two distinctly new mazes to maneuver, 
beating the infamous Ms. Pac-Man, released by Tengen, for the 
Sega Genesis console by a full year. 

The official Pac-Man titles mostly had you chasing fruit throughout 
the maze for bonus points, but Puckman Pockimon adds new items 
to capture (or avoid) that do more than increment your score. While 
fruit is still in the mix, here are some new additions to the game: 

lup = Extra player. 

Power Ball = Destroys all enemies on-screen. 

Poison Can= Causes a lost sense of direction and reverses the 
controls. 
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But... but.. Yes, we recognize that Pokemon is misspelled as 
“Pockimon”. Pokemon is short for “Pocket Monsters” so chalk 
that up to trying to avoid some litigation from Pokemon owner 
Nintendo, or simply a bad translation or misspelling upon entering 
the Chinese grey market. Speaking of Chinese, this game proudly 
displays a random digitized photo of an Asian woman between 
levels. So, if you are a fan of Pac-Man , Pokemon and beautiful 
Asian women, then the Puckman Pockimon game HAS IT ALL 
and is definitely for you! 

As one would imagine, it plays very similar to most Pac-Man 
titles - traverse a maze, chomping on dots while being pursued by 
ghosts, and now, pocket monsters. Turn the tables by devouring a 
power-pill and hunt the hunters to rack up BIG points. 

While most plagiarized games play rather dull, the good news is 
that Puckman Pockimon actually has a great deal to offer. Foremost, 
it offers a series of new mazes; the first new Pac-Man levels since 


Tai Chi Symbol = Reverts stage to original dot layout basically 
resetting the level. 

Speed up Wings = Increases players speed for ten seconds when 
button is pressed. 

Puckman Pockimon also adds enemy-free BONUS BOARDS 
periodically throughout the game. During the challenge stage, 
additional points can be scored by eating dots, and bonus items 
such as the coveted lup, can be acquired if one is fast enough to 
reach them before the timer expires. 

So, if you do not mind playing a game that is a bit shady and 
obviously unlicensed, and you can find your way safely to the 
black market (and back), then give Puckman Pockimon a quarter 
or two. Waka Waka! 


Intermission screen. 


Gameplay screen. 


Screenshot credit: www.arcade-museum.com 
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ADVERGAMIN6 


By Peter G 

It’s another fine day in the big city. And at the Big City Video 
Game Museum, it’s always better than fine. 

Usually. 

All these classic games are available, and my job is simple - choose 
among them and group them into an interesting display. Something 
that people will want to watch. Play. Experience. 

I had spent the last several months gearing up for what I hoped 
was going to be an awesome display. It was going to be the history 
of racing games. I was even going to separate the area into two. 
One area would have sprite based racing games like Night Driver, 
Monaco GP , and Super Sprint (with plenty of room for elbows 
when people started spinning the wheels) to laserdisc games to 3D 
racers like Daytona USA and Hard Drivin \ I had even managed 
to find a Speed Freak machine; a vector machine from 1975 that 
no one knew would form the basics of the modem racer. 

But before I could even get to my office and enjoy my morning 
tea, my assistant, Horace, raced up to me on the floor. “We need 
to talk. Now.” 

He doesn’t interrupt my quiet time, so I knew it was important. We 
went to my office and I locked the door. He took a seat at my desk. 
This wasn’t the time to correct him, so I took a chair in front of it. 


“The museum is closing.” 

What?!? 

“Our funding ran out.” 

We were in the black! 

“We’re is the operative word. Ever since the modern machines 
started turning up, the power draws have gotten bigger. It’s not a 
collection of circuits like Tank! was, we are now mnning computer 
towers and high load monitors.” 

Yeah, it’s an increase, but it’s not that bad. 

“Well, there’s also the settlement with the Perry family,” he said 
as he handed me some spreadsheet printouts. 

Oh, yeah. From when the Blaster machine shot out the monitor 
and clocked the kid in the head. 

“We really took a hit from that.” 

So did he. 

“It’s your fault.” 

How so? 

“If you would just set the crane games and stacker games....” 
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No. I barely tolerate those “games” as it is. I am not going to turn 
this from looking like a carnival to actually being a carnival. 

“Well, we need to bring in some revenue and fast.” 

I sat and thought for a moment. All the work I had put into the 
new display was as good as lost. All those games I found. Speed 
Freak. Turbo. Datsun 280 ZZZAP.... I looked at Horace, and he 
caught the look in my eye. I told him, get the key. 

“...but...you said you wouldn’t do that unless there was no other 
choice.” 

You know these numbers you’ve shown me. Go get the key. 

Horace did as he was told. He left my office and returned a short 
time later, relocking the door behind him. We walked over to the 
wall of my office. There’s a key lock hidden behind my poster 
for the Double Dragon movie (no one wants to look at the poster, 
so it’s a perfect cover from prying eyes). I inserted the key, and a 
section of the wall opened up. 

From the opening, a feeling of dread washed over us as all positive 
feelings seemed to drain in there and vanish. We nodded to each 
other, steeled up our wills, and entered the room. 

“I keep expecting to find the Mystique games and such in here,” 
Horace said. 

No. Those are just stupid games. This is for those forged from the 
unholy alliance in the battle between art and commerce...this is 
the room for advergames. 

“Games that exist for advertising, not for fun.” 

Yes. 


No, that’s pretty commonplace and accepted nowadays, from rac¬ 
ers to sports games. Sony even has a patent for software for the 
PlayStation 4 that enables them to interrupt your game with an ad. 
No no no, these games do not tie into a movie or anything like that. 
They tie into characters or things that only exist to sell product. 

“You mean like Kool-Aid Man.” 

Actually, Kool-Aid Man wasn’t the first. 

“I thought it was the first.” 

No. The first known instance of this sort of thing was Datsun 280 
ZZZAP , released by Midway in 1976. It tied in with the push for 
the Datsun 280Z that year, hence the name. It was sort of like 
Night Driver , with a darkened course, animated markers, and 
speeds of 200MPH. 

“I saw that set up with your racing exhibit. Nice find.” 

Indeed. Well, that was obscure and in arcades. The one that really 
kicked things off was Kool-Aid Man. 

“It was sort of the first, then.” 

Well, that’s kind of tough to gauge. It was 1983, and there were 
four titles that year that were part of an advertising push. Obviously, 
there was Kool-Aid Man. The game was initially only available 
through mail order with 125 “Kool-Aid points”, little tags on the 
backs of Kool-Aid products, but they did eventually turn up in 
stores. There were two different games made for the Atari 2600 
and the Intellivision. 

“Which one was better?” 

That’s like asking, where do you want it - face or gut? 


“Well, isn’t that kind of broad? I mean, does that mean games with 
product placement count?” 



“Ah.” 

Anyway, that year also saw Purina commission the infamous 
Spectravideo to make a Chase The Chuckwagon game. It was also 
mail order with proofs of purchase. 

“Hey, what’s this? This Atari cartridge doesn’t have a label.” 

That is the third one from 1983. That is Pepsi Invaders. It was 
released without a label. Coca-Cola was having a sales convention 
that year. Atari recoded Space Invaders and made 125 carts of the 
game, one for each executive at the convention, and gave them 
along with a 2600 console to each attendee. 

“What was the fourth for that year?” 

Tooth Protectors by Johnson & Johnson. It was sort of like Ka- 
boom! and also only available by mail order and proof of purchase. 
Advertising doesn’t really show up in the game. It’s at the end of 


Continued on page 18 »> 
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the instruction manual. “The Real Tooth Protectors” were various 
Johnson & Johnson brand toothbrushes, dental floss, and such. 

“Ooo, a prototype!” 

Oh, that’s the McDonald’s game for the 2600 Parker Bros, was 
working on. 

“That should get some interest.” 

Nah. They never got further than just making the Golden Arches. 
No gameplay exists. It was abandoned when the Crash Of 84 hit. 

“Which saved us from a lot of advergames.” 

Not really. They just went overseas. Computers continued to flour¬ 
ish, so the focus shifted there. In 1984, the British burger chain 
Wimpy commissioned a game starring their mascot, Mr. Wimpy. 
One part Burgertime and one part Pressure Cooker , it was on 
popular computer platforms like the C64 and Spectrum. In 1985, 
KP Snacks in Britain released Action Biker starring their mascot, 
Clumsy Colin. It was like a slowed down isometric version of 
Excitebike. In 1986, the Finnish paint company Tikkurila com¬ 
missioned Painterboy. You had to choose which Tikkurila paint 
to use, drive your truck to the house, and paint the house without 
getting anything on the windows and such. 

“Do we have any of the overseas games?” 

Not those. We do have 1986 remix of Super Mario Bros. All Night 
Nippon Super Mario Bros, was released for the Famicom’s disk 
system and given away by All Night Nippon , a radio talk and 
music show. It was a mix of levels from the original Super Mario 
and Japan’s Super Mario 2 with redone sprites featuring people 
from ANN. 

“So nothing from our Super Mario Bros. 2.” 

No, although that was its own bit of advergaming. It was called 
Yume Kojo: Doki Doki Panic. It was developed in cooperation 
with Nintendo and Fuji Television. Fuji’s Yume Kojo 87 event was 
to show off their new TV shows and products, and had a family of 
four as their mascots. The game was made with the family going 
into a fantasy world of Yume Kojo stuff to rescue kids. 


“1987. And by that time, the world had gone video game crazy 
again.” 

Yup. McDonald’s jumped back in with Donald Land in 1988. 
Programmed by Data East, it was your standard platformer with 
Donald McDonald. 

“Isn’t his name ‘Ronald’?” 

Not in this game. He takes out his enemies by throwing apple 
bombs. 

“He throws Apple Newtons and Pippins at enemies?” 

How many times do I have to tell you -1 do the jokes around here. 
“Sorry, boss.” 

American companies took another look at advergaming. In 1989, 
BlueSky Software created a game for Domino’s Pizza called Avoid 
The Noid , based around the pizza-stealing mascot from commer¬ 
cials. It cast you as a pizza deliveryman and was for the C64 and 
PC’s. The next year, Capcom took Now Productions’ Masked Ninja 
Hanamaru for the NES and rebranded it as Yo! Noid. That year was 
also supposed to see the release of a game based on the California 
Raisins. I saw a review of it in Video Games And Computer En¬ 
tertainment. But it was cancelled and only exists as a ROM now. 

“Everyone wanted that magic.” 

Well, yeah. Because, if you make a game people want to play, it 
puts the advertising front and center. No one really had anything 
until the Spot game by Virgin Interactive in 1990, a twist on Re- 
versi. The 7Up mascot’s popularity shot through the roof, and we 
got three more Spot video games - Cool Spot (made by people 
like Dave Perry who would go on to form Shiny Entertainment), 
Spot: The Cool Adventure , and Spot Goes To Hollywood. 

“And that’s when things took off.” 

Yup. 1995 saw the creation of the company BrandGames, which 
made tie-in games and released them on floppies for companies. 
Cheetos got two console games with its mascot, Chester Cheetah 
- Too Cool To Fool in 1992 and Wild Wild Quest in 1993. Coca- 
Cola got another game in 1994 with the Game Gear release of 
The Coca-Cola Kid. 
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“What were they?” 

...they were made by Pfizer. Guys use them hoping dates go re¬ 
ally well. 

“What did they do?’ 

Need I remind you this is a family magazine? 

“You haven’t been reading the marketing demographics, have you?” 
All right, it was Viagra. Happy? 

“Yes. Although I understand why this isn’t going out...wait, go¬ 
ing out?” 

Yup. We will move the stuff enough to make a wing to put these 
games up. We then contact the companies these games plug and 
say we are promoting your products, give us money. 


“They made a game out of that movie?” 


Horace blinked, then raced into my office. He started working on 
figures. I asked him, how much will this pull in? 


No, had nothing to do with the movie. Generic platformer, enemies 
are pushovers; health is restored with the drink. Pepsi got into 
the act with a Pepsiman game in 1999 for the PSX. It was based 
on their Japanese commercial mascot. 1993 saw the ancestor of 
Cooking Mama in the form of Motoko-chan no Wonder Kitchen. 
It taught cooking in a realistic kitchen stocked with Ajinomoto 
products. Nissan, which makes ramen noodles, got UFO Kamen 
Yakisoban in 1994. You beat people up Final Fight style with a 
bowl of noodles on your head. Peperami in Britain got a point-and- 
click game based on their mascot called Animal in 1996. And who 
can forget the rebranded Doom that became Chex Quest 1 and 2? 

“Where was McDonald’s in all this?” 

Oh, they came back. They saw Global Gladiators , M. C. Kids , and 
McDonald’s Treasure Land Adventure between 1992 and 1993. 

“Quite a bit of stuff.” 

Things got a little more hit and miss after that. Max Power got Max 
Power Racing. Skittles became a prominent plot element in the 
Darkened Skye game. Several car companies created games based 
on their models like Toyota with the Yaris. Doritos got Dash Oj 
Destruction , a racing game, and Crash Course , a game like MXC 
and Wipeout. And who can forget those Burger King games, Sneak 
King , Big Bumpin \ and PocketBike Racerl 

“Hey, what’s this one? 

Oh. That’s a disc with Viva Cruiser. We won’t be putting that 
one out. 

“What was it?” 

It was a game where you drove a motorcyclist down the street 
picking up gifts to make a date go really well. Among the things 
you picked up were these little blue diamond things. 


“...how does a month in Fiji, all expenses paid, sound?” 
I’ll go get my scuba gear. 
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By Steve Sawyer 

Sega made one of the finest consoles known to man when 
they created the Sega Genesis. They also inadvertently created 
the sole reason for my parents thinking I was some sort of 
deranged sociopath. I’m not denying that my obsessions with 
fire and strategic dismemberment of my action figures didn’t 
help to reinforce those concerns, but this isn’t an article about 
me. Among the sources of growing concern that I was slowly 
becoming a disconnected robot that would only respond with 
promises of Fruity Pebbles and game cartridges were the Mutant 
League games. Mutant League Football , to be exact. While 
I liked Mutant League Hockey well enough, Mutant League 
Football became a legitimate obsession in my house. 

As a kid I never really liked playing sports games, instead 
preferring to actually go out and play sports with my friends. 
Side effects of actually playing sports included having a general 
distaste for the way that most sports games played out; if not 
also resulting in me trying to implement Genesis era Madden 
plays into our neighborhood games of two-hand touch. All of 
this changed when I ventured into the local video game store 
with my mom. I had amassed enough wealth trading carts with 
friends to have the privilege of being taken to the cleaners by 
the store’s proprietor and getting some used game credit. Just 
enough credit to buy two shiny used Genesis carts. With my 
young mind already packed to the brim with a cynicism for 
recycled ideas in video games (something that never truly went 
away actually...) I let out a little squeak of glee when I saw the 
box art for the Mutant League games. They were on the shelf 
side-by-side, and beckoned me like some kind of beacon. I 
was mesmerized, and proudly wrapped my grubby little hands 
around the boxes and took them to the counter. My mom was 


aghast almost immediately. Skeletons, and monsters playing 
sports drew the line apparently. I assured her I wasn’t going to 
pledge my soul to Satan on account of the game, and spent a 
long and anxious car ride home. 

I will say this; the glory that I beheld that day has pretty much 
been the single greatest, and most horrible moment in all of 
my relationship with video games. It was the best moment of 
my gaming life because it filled me with a sense of wonder and 
made me believe that games could be innovative and expressive 
representations of the human condition. Also, in Mutant League 
Football you could explode the other teams Quarterback. It was 
also the single worst experience in gaming because it literally 
desensitized me to everything that has come since. Mutant 
League Football at the time was the perfect zenith of violence, 
humor, fun, and gameplay and this game is more than deserving 
of a modem reboot. 

The case for it, and how to do it. 

Let’s get something out of the way right now. I still don’t much 
like sports games even as an adult. It’s just not something I’ve 
ever been able to stomach for more than a few minutes. With the 
exception of the fact that the names on the backs of the jerseys 
are different, sports games have operated in largely the same 
ways since the beginning of sports on consoles. Roster updates 
with little mechanical improvements from one title to the other 
after settling into a generation of hardware, and nowadays you 
have to pay for those roster updates. It’s madness, and none of 
it is particularly fun. Mutant League Football would change all 
that again. Imagine all the mechanics of Mutant League Football 
but adapted for modem tech. EA owns the IP rights for Mutant 
League Football , and they have that massive deal with the NFL 
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for Madden. EA could very well use the same technology that 
powers their Madden games but adapt it for the all out insanity 
that would be a new Mutant League title. 

How do you do this? Violence. Cartoon over the top violence 
was the main draw for Mutant League Football. Not content 
with just being able to tackle someone, the game allowed you to 
literally destroy your opponents through either planned strategy, 
or by getting hit hard enough. Note, the last part of that sentence 
was wildly random, and resulted in some of the longest fits 
of laughter in my life. Another element of violence are the 
stadiums themselves. Playing fields these stadiums were not; 
they were wildly dangerous obstacle courses that are a testament 
to bribing safety code officials. Sometimes it would be holes 
into the vacuum of space, other times it would be landmines 
in the field, but there was always something trying to kill you. 
Achieving that today shouldn’t be hard at all. Imagine that your 
gloriously rendered high res monsters could deteriorate over the 
life of a game. If your player takes too much damage he needs 
to be swapped out for a player on the bench or potentially die. 
Maybe the players from your bench roster suck, but hey they’re 
better than corpses on the field. This could also mean that the 
opposition could break out special plays meant to kill near death 
players, like special blitzes, or tackles. EA is also no stranger 
to strategic dismemberment thanks to their time with the Dead 
Space franchise. Taking this principle and applying it to Mutant 
League Football should result in some really great moments. 
I can’t wait to tackle a monster waiting for a touchdown pass, 
and watch as his legs careen down the football field because 
my team has been working his knees all game. Also, lose too 
many players, forfeit the game. 

Keeping the stadiums deadly should be simple enough; just 
take a football field, and fill it with traps that could kill you. 
If I had any advice as far as that’s concerned, it would be to 


make the traps more inventive this time around. I would love 
to see a Mutant League Football field where a tunneling worm 
periodically eats someone or a scenario where you’re playing 
on a planet that has horrendous atmospheric conditions and it’s 
constantly raining acid rain; wearing down both you and your 
opponents through the whole game. Keeping things fresh and 
inventive from field to field would not only help to keep this 
game interesting, but also would be the breath of fresh air that 
modem football games need in general. 

Lastly are the plays. Plays are the heart of most football games, 
and this would be no exception. Again the focus here would 
be the sheer bmtality of the plays implemented against your 
competition. I’d like to see a modem Mutant League Football 
game have plays that target specific body parts as I sort of hinted 
at earlier; but more than that I want some of the wackiness back 
in gaming. There was nothing better than lobbing a stick of 
dynamite at the opponents quarterback when you had finally 
had enough of their crap, or just breaking down and bribing 
the referee to make a series of bogus calls on the other team 
throughout the game. That last one still cracks me up to this 
day as the other team could get sick of the crooked ref and just 
murder him, forcing a new ref to be sent in. 

You add these elements and the wacky plays together and you 
have a game that is packed with enough delightful chaos that 
millions would likely sign up. I want a sports game like this today, 
but with a full-featured career mode, create a team, and players 
that level and grow throughout the season. It also wouldn’t hurt 
if I could play online with my friends. I’ve laid out enough of 
a framework here for EA to take the reigns and make this into 
a tmly awesome reboot. 

So EA if you’re reading this... Reboot This! 



Finally the Quarterback who has thrown nothing but interceptions 
all game has found his moment to shine. 


I would love to see these monstrosities lining up to the field in 
a new engine, and with a fresh coat of paint. 
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By Brett Weiss 

Easily available from a variety of sources for less than $5 (cartridge 
only—a boxed copy might set you back $10 or so), Carnival is 
an unusual game in that it’s one of relatively few slide-and-shoot 
titles not set in outer space. Rather, as its title suggests, it’s a target 
shooting game with a traditional theme, sporting such targets as 
rabbits, owls, and ducks. 

Players guide a gun right and left along the bottom of the screen, 
firing upward at the aforementioned animals, which move hori¬ 
zontally in rows and descend one row each time they pass. If a 
duck gets to the bottom (of three) rows and isn’t shot, it will come 
to life, leave the row, and fly downward. If the player doesn’t kill 
the duck in time, it will continue on to the bottom of the screen 
and eat several of the player’s bullets, which are lined up in a row. 

Indeed, ammunition plays a big role in Carnival , so players should 
aim well and not waste bullets. Targets marked “5” and “10” ap¬ 
pear in the rows and should be shot for extra bullets. In addition, 
a box at the top/left portion of the screen can also be shot for extra 
bullets (or extra points). Be warned, though, because shooting that 
box when a negative symbol is showing will decrease the bullet 
supply (or point total). 


Carnival is one of the most strategic shooters of its era. As play 
begins, gamers should shoot each of the eight rotating pipes near 
the top/center of the screen (a screen can’t be beaten until all the 
pipes are gone, so it’s a good idea to go ahead get rid them—also, 
their point values go down the longer you wait to shoot them). In 
addition, bunnies and other targets shot on higher rows are worth 
more points than those shot on lower rows, adding to the game’s 
myriad strategies. 

Another strategy is to shoot letters spelling out BONUS to get 
extra points. However, if a letter is shot out of turn, the bonus point 
indicator (at the top/right of the playfield) goes away, taking the 
potential for extra points with it. 

Once all of the targets have been cleared away (more and more 
appear from the top/left side of the screen as the game progresses 
and gets more difficult), gamers get to play a fun, between-level 
bonus round in which a bear with a target on its side walks back 
and forth, turning in the opposite direction and increasing in speed 
each time it is shot. In short order, the bear will get too fast to hit 
and leave the screen. A second and then a third bear appear in 
later levels. 
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Like many ColecoVision games, such as Lady Bug and Mouse of a premium than ever. Even experienced players may want to 

Trap , Carnival is based on a semi-obscure coin-op classic. It’s use skill level one (of four) in order to make the game last longer, 

an excellent (make that near-perfect) port of the Gremlin/Sega 

arcade game from 1980. Coleco also released Carnival for the Atari 2600 (sans bonus 

rounds) and Intellivision, but the ColecoVision version is indis- 
And, like many ColecoVision ports, it is a highly regarded game, pensable for the classic gamer wanting a good, strategic shooter 

both now and back in the day. The Electronic Games Software with a lighthearted theme. 

Encyclopedia (1983) calls Carnival the “definitive video shooting 

gallery,” extolling its terrific gameplay and “excellent” graphics and FUN FACT: To turn off the music in Carnival , players can shoot 

sounds. In the May, 1983 issue of Electronic Games, Amie Katz a box containing a musical note positioned on the right side of 

and Bill Kunkel refer to the game as “a letter-perfect recreation the screen, 

of the arcade original that is not to be missed.” 

The author of the Classic Home Video Games book series, Brett 
More recently, Dave “The Video Game Critic” Mrozek (videoga- Weiss is a full-time freelancer living in Fort Worth, TX with his 

mecritic.net) says that Carnival is “a heck of a lot of fun” and that wife and two teenage kids. His articles have appeared in numerous 

he “even likes the old-fashioned carnival music.” publications, including Fangoria, Filmfax, Game Informer, Toy 

Shop, Video Game Trader, and the Fort Worth Star-Telegram. To 
One thing to remember when plugging Carnival into your Col- catch up with Brett, check out his blog: http://brettweisswords. 

ecoVision (something you should do on a regular basis) is to not blogspot.com/ 

let the cute theme, charming graphics, and delightful music fool 
you—this is one hardcore shooter. It has a smooth degree of dif¬ 
ficulty, but when it amps up, it really kicks into gear, releasing 
lots of ducks on the unsuspecting gamer and making bullets more 
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H REVIEWS 


Arcade 


Platform: Intellivision 


Publisher: Elektronite 


Grade: 5 out of 5 stars 


By Brett Weiss 

The follow-up to DK Arcade (also known as D IK Arcade), which 
was a stunningly complete rendition of Donkey Kong (1981), D2K 
Arcade is nothing less than the best home version of the coin-op 
classic ever released for any system. 

There are two game modes in this immensely satisfying, profes¬ 
sionally produced cartridge (no recycled materials used here), the 
first of which (Game 1, match) is an excellent rendition of Donkey 
Kong (the same as D IK Arcade), complete with intro, intermissions, 
and all four levels of play: Barrels (a.k.a. Girders), Pie Factory 
(a.k.a. Conveyor Belt), Elevators, and Rivets. 

Yes, that’s right, ColecoVision and NES fans (of which I am one), 
your versions of the game—with their missing screen (Pie Fac¬ 
tory) and lack of interstitial animations—now take a back seat this 
classy new cartridge (though, to be fair, the CV and NES versions 
have better graphics). And don’t get me started on the two-screen 
abomination that was Coleco’s Donkey Kong for the Intellivision, 
which galled gamers with its clumsy controls, ugly graphics, and 
tortured sound effects. 

Speaking of audiovisuals, D2K Arcade looks and sounds better 
than it has any right to. From the “How high can you get?” text 
mantra to DK falling on his head (with eyes bulging) at the end of 
the Rivets screen, D2K Arcade captures virtually everything that 
made the original a great, fun, challenging, cartoon-like classic. 
(Nitpickers may point out that the blocky, mono-colored damsel 
in distress is only slightly more appealing in appearance than 
homely Mabel in the otherwise excellent Beauty and the 
Beast, but this is a small gripe.) 
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I find it extremely rewarding to play new games for old systems, 
especially ones as high in quality as D2KArcade, which has crisp 
controls (even with the sometimes-problematic Intellivision control 
disc), stunning graphics, faithfully recreated sound effects (plus 
some added surprises—the game talks WITHOUT AN INTEL- 
LIVOICE), and endless hours of entertaining and challenging 
gameplay. Excellent production values for the packaging 
(box, color manual, labeled cartridge, keypad overlay) 
add to the fun and collectability of this quality release 


If you’re like me and still have an Intellivision, I can’t 
recommend D2K Arcade highly enough. 


*slp t 


...D2K ARCADE IS NOTHING LESS THAN THE 
BEST HOME VERSIOH OF THE C0IH-0P CLASSIC 
EVER RELEASED FOR ANY SYSTEM.” 


In addition to the standard Donkey Kong port, D2K Arcade features 
an indispensable, incredibly cool Game 2 (the default mode, since 
it’s the primary selling point of the cartridge), which consists of 
five new game boards (plus two standard Donkey Kong levels), 
each of which incorporates classic components (along with some 
new elements), but arranges them in decidedly different ways for 
new challenges and thrills. New screens include: Twisted Girders, 
The Mixer, The Refinery, Triple Elevators, and The Eliminator. 


Another admirable, depth-infusing addition to D2KArcade is the 
inclusion of three selectable characters. There’s Mario, of course, 
but gamers can now play as: Toni (Mario’s younger brother), who 
runs fast; and Bruno (Mario’s older brother), who’s a little slow, 
but can climb ladders while holding a hammer. For those of you 
wondering, Mario’s “real” fraternal twin brother, Luigi, does not 
appear. (In terms of visuals, Toni and Bruno are merely palette- 
swapped Marios.) 


-Brett Weiss is the author of the Classic Home Video Games 
book series (McFarland Publishers). To catch up with Brett, check 
out his blog: brettweisswords.blogspot.com. 
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